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Resumen 
Por mucho tiempo, en ciertos casos, el idioma inglés ha sido enseñado mediante métodos 
tradicionales, lo que ha provocado que los estudiantes se sientan reacios a aprenderlo. Por 
lo tanto, esta síntesis de investigación se lleva a cabo con el fin de proporcionar 
información adecuada sobre juegos educativos que los docentes pueden utilizar para que el 
proceso de enseñanza sea más significativo. Para cumplir con este objetivo, se desarrollaron 
los siguientes puntos. Primero, las ventajas y desventajas de utilizar juegos en el aula de 
clase. En segundo lugar, los tipos de juegos que usan los maestros y la destreza lingüística 
más desarrollada a través de los juegos educativos. Por último, las actitudes y percepciones 
que tanto los docentes como los estudiantes tienen hacia el uso de juegos. Los resultados de 
esta investigación dieron a conocer que existen más ventajas que desventajas en el uso de 
juegos, que hay una amplia gama de juegos disponibles para enseñar inglés y que la 
destreza lingüística más desarrollada por los niños es el vocabulario. Además, se evidenció 
que las actitudes de los maestros y estudiantes ante los juegos son más positivas que 
negativas. Los resultados de este análisis pueden servir como referencia futura para que los 
maestros incluyan juegos educativos en las clases de inglés.  
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Abstract 
For a long time, in certain cases, English has been taught in a traditional way, leading 
students to feel reluctant to learn English. Therefore, this research synthesis is carried out 
with the purpose of providing adequate information about educational games that teachers 
can use to make the teaching process more meaningful. In order to accomplish this goal, the 
following issues will be developed. First, the advantages and disadvantages of using games 
in classrooms. Second, the types of games that teachers use, and the most developed skill 
by students through educational games. Finally, the attitudes and perceptions that both 
teachers and students have towards the use of games. The findings of this research showed 
that there are more advantages than disadvantages in the use of games, that there is a wide 
range of games available for teaching English, and that the most developed skill is 
vocabulary. Moreover, it was evidenced that teachers and students’ attitudes towards games 
are more positive than negative. The outcomes of this analysis can serve as future reference 
for teachers to include educational games in English classes. 
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Games for teaching English language to young learners have been considered very 
important in the success of the teaching-learning process because these dynamic activities 
make children acquire the language implicitly. Certainly, games play an important role in 
English classrooms because children learn while enjoying (Yolageldili & Arikan, 2011). 
However, it is noticeable that games tend not to be used so frequently due to traditional 
education and teachers’ lack of knowledge about their use (Burgin & Daniel, 2017). 
Therefore, this study intends to find key information about the use of games for the 
development of the English skills by answering the next research questions: 
1) What are the advantages and disadvantages of teaching English through games?  
2) What types of games do teachers use for developing English skills and sub skills 
and what is the most developed skill through educational games? 
3) What are the young learners´ and teachers´ attitudes when using games? 
This research synthesis consists of five chapters. The first chapter is the description of 
the research which contains the background, statement of the problem, rationale, and the 
research questions. For the second chapter, the theoretical framework contains key 
definitions and terms of several authors related to the topic of this study. The third chapter 
encompasses the literature review which provides a brief description of the scientific 
studies that answer the research questions. Then the methodology is explained in the fourth 
chapter. Additionally, the tables of analysis are included in the fifth chapter. Finally, in the 
sixth chapter, conclusions and recommendations are presented. 
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CHAPTER I  




Over time, play has been considered very important in the child’s cognitive, socio-
emotional, and physical development. But first, what does play mean? According to 
Huizinga (1949), play is a free and meaningful activity limited by a system of rules. In the 
same way, Vygotsky (1978) states that children’s play is a desired activity that is related to 
an imaginary situation. It is an action that always involves rules. Webster Dictionary (n.d.) 
defines play as “the state of being active, operative, or relevant,” or “a brisk, fitful, or 
light movement.”  
Throughout the history of education, many psychologists and educators have shared 
a common criterion about the effectiveness of play. They consider it as a key factor in the 
child’s learning process. According to Piaget (as cited in Rubin & Pepler, 1982), play is 
important because it allows the strengthening and consolidation of skills. Besides, he adds 
that it contributes to the child’s intellectual development through two key processes, 
accommodation and assimilation. In addition, Gross (1901) states that play allows children 
to train for adulthood. Through it, they develop roles and qualities that are essential in their 
lives.  
Research on English learning reveals that play allows children to learn in an 
environment where they can explore, discover, and enjoy. Many articles and case studies 
    Universidad de Cuenca  
 
Karen Andrea Vázconez Siguencia – María Priscila Vizhñay Paredes                                15 
 
have shown that after the use of games, children significantly improve their vocabulary 
knowledge and ability to communicate. Moreover, they present more positive attitudes 
towards English because they enjoy learning with games. Furthermore, many students have 
expressed they feel more motivated to learn the target language through games. They also 
pay more attention and learn in a faster way (Tengku Mohamad Maasum, Mustaffa, & 
Stapa, 2015). However, the minority of studies shows that when students play games, they 
speak and interact in their mother tongue instead of using the target language they are 
learning (Huyen & Nga, 2003). Similarly, games can be seen only as warm-up activities or 
time fillers (Klimova, 2015).  
In Ecuador, play is also considered a key element in the teaching-learning process. 
According to Ministry of Education (2016), the use of didactic materials and games provide 
children experiences that help them develop some important skills like classifying, 
establishing similarities and differences, solving problems, among others. They also 
develop key values such as: cooperation, solidarity, respect, tolerance, protection of the 
environment, etc. Furthermore, these activities allow teachers to interrelate better with their 
students. 
1.2. Statement of the problem 
According to Slota (2014), games and other interactive forms of play can serve as 
valuable educational tools, especially in English classes. One of the best ways for children 
from 5 to 12 years old to learn a new language, either a foreign language or a second one, is 
by means of games and dynamic activities. However, it seems that English has been taught 
in a traditional way for many years. Transmission models of education have been used in 
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classrooms rather than proactive models (Burgin & Daniel, 2017). Based on our personal 
experience as students and observers in the practicum, we can say that some teachers have 
not given the correct importance to the development of interactive methods or strategies 
that improve the four English skills significantly. They tend to use only the textbook as the 
main source. Therefore, English classes can become repetitive. 
Games are not used so frequently in classrooms due to certain possible factors. 
Some of them are a lack of knowledge of the use of games in lessons, not sufficient time to 
design games and apply them in the classroom, limitations in terms of resources, materials 
and space for the development of games, discipline problems, lack of cooperation, among 
others (Tengku Mohamad Maasum, Mustaffa, & Stapa, 2015). In certain cases, games tend 
to be seen a prize for children when their behavior is good. Nevertheless, games should be 
used as a key learning tool all the time when teaching English.  
As can be seen, in certain places around the world, English language has not been 
taught through techniques that motivate students to learn. Rather, some teachers have 
employed outdated methods, which has caused negative effects (Burgin & Daniel, 2017). 
For instance, Education First (2019), an international company specialized in language 
teaching, revealed that Ecuador has a low level in the world ranking of English language 
proficiency. In 2019, Ecuador ranked an 81st position among 100 countries and regions 
around the world. This fact suggests that English teaching may have some weaknesses, so it 
is necessary to make certain adjustments and changes to the English teaching-learning 
process. 
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 Therefore, apparently, there is a gap in the way English is taught. Classes do not 
seem to be interactive or dynamic because in many cases, games or recreational activities 
are not included (Burgin & Daniel, 2017). This potential gap will allow us to gather 
valuable information about the effectiveness of games for teaching English. 
1.3. Rationale 
 Learning English is necessary worldwide. It has become essential to speak more 
than one language to achieve various goals. Therefore, instructing students about this 
foreign language in the correct way should be mandatory for teachers. However, as it was 
stated before, some instructors of this language have given little importance on how to 
teach English through games and interactive activities.  
Therefore, it is crucial to conduct a research synthesis that includes the advantages 
and disadvantages for teaching English through games, the most appropriate games for 
developing all the skills, and the children’s and teachers’ opinions and attitudes about 
educational games. It is also important for researchers to investigate on the educational 
impact that games might have on children from 5 to 12 years old. This research synthesis 
focuses on these young learners because at those ages, they have a great brain plasticity to 
learn languages. It is supported by Chomsky (as cited in Lightbown & Spada, 2013), who 
argues that children are able to learn a language easily because of their good brain 
condition.  
Developing this synthesis can also allow us to learn and apply games successfully in 
our own classes. In addition, collecting useful information about English teaching through 
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games may help teachers in general to improve their methods and include strategic games 
in their daily class management procedures and routines. 
Based on previous research, there are not enough studies on the use of games to 
develop English skills in children. This can open many paths for future research.  
1.4. Research Questions      
                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                        
1) What are the advantages and disadvantages of teaching English through games?  
2) What types of games do teachers use for developing English skills and sub skills 
and what is the most developed skill through educational games? 
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CHAPTER II 




In this section of the research synthesis, concepts and theories of popular authors 
that researched on educational games for learning English will be mentioned. It will include 
five sections: definition of educational games and young learners, advantages and 
disadvantages of using games in classrooms, characteristics and types of games, use of 
games in the English skills and subskills, and the relation between games and students’ 
attitudes towards English.  
2.2. Definitions 
2.2.1. Games  
Langran and Purcell (1994) mention that a language game is a tool used in 
classrooms to create real life situations, giving students the opportunity to learn English in a 
relaxed and fun way. They also say that educational games are the ones that are used only 
with the purpose of teaching. Similarly, IGI Global (n.d.) considers that games are a helpful 
tool for people to understand concepts and develop problem-solving skills. 
Deesri (2002) states that the main purpose of using games is that students learn 
while they are having fun. Thus, the learning process becomes student-centered, avoiding 
the traditional teacher-centered classroom. This is also shared by Gozcu and Caganaga 
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(2016) who claim that the goal of games is that EFL learners enjoy learning in a fun 
environment. 
It is valuable to mention that Vygotsky, as one of the pioneers in the field of 
children’s education, argues that “play creates a zone of proximal development of the child. 
In play, a child always behaves beyond his average age, above his daily behavior; in play it 
is as though he were a head taller than himself” (Vygotsky, “Play and Its Role in the Mental 
Development of the Child", 1967, p. 16). As a result, children who play may have an 
advanced level and performance in relation to children of the same age. 
2.2.2. Young learners  
Read (2011) expresses that a young learner is a child from 5-7 years old up to 11-12 
years old. This definition has been also stated by Kalendová (2008), who says that “young 
learners are supposed to be children from the first year of formal schooling (five or six 
years old) to eleven or twelve years of age” (p.11). Cameron (2003) mentions another 
definition, arguing that young pupils might be children from 7 to 14 years old. However, all 
these authors say that these ages may vary according to the maturity and the social context 
of the learners.  
2.3. Advantages and disadvantages of using games to learn English 
Deesri (2002) mentions that children have a wide range of benefits when they learn 
through games. According to Mcfarlane, Sparrowhawk, and Heald (2002), games “provide 
a forum in which learning arises as a result of tasks stimulated by the content of the games, 
knowledge is developed through the content of the game, and skills are developed as a 
result of playing the games” (p.4). These authors mention that students’ experience 
    Universidad de Cuenca  
 
Karen Andrea Vázconez Siguencia – María Priscila Vizhñay Paredes                                21 
 
increases after playing educational games, and this can lead to a broader knowledge of 
certain English topics. Children’s language skills also evolve in a faster manner compared 
to those children who learn only by traditional methods. Another advantage of games is that 
they bring real-life situations to the classroom, which provides learners an opportunity to 
practice and use the language in a natural way.  
Additionally, Nedomová (2007) remarks that games provoke curiosity and 
expectation in children, which offers a solution to a common problem in children’s learning 
called “short attention span”. The author declares, “young learners are not able to pay their 
attention for more than 10-20 minutes and after that they start to be bored and tired” (p. 17). 
Therefore, it is very important to teach English to kids by including games because they 
contain attractive characteristics that can overcome this students’ attention deficit. Schultz 
(1988) agrees with the previous author in the fact that children get bored easily by nature. 
He manifests that this situation can get worse if the teacher uses traditional methods. 
However, when the learning process is carried out through games, students feel more 
relaxed and willing to learn.  
 Even though games have a wide range of advantages, they also have few 
disadvantages. For example, Bakhsh (2016) explains that when games are applied, children 
tend to have excessive energy, which can cause them to move and talk a lot, making the 
classroom environment noisy and unorganized. Widodo (2005) mentions that students 
sometimes do not want to participate in games due to the fear of making mistakes. 
Furthermore, applying games in classes with a large number of students can be a challenge 
for teachers since not all games can be used correctly. 
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2.4. Characteristics of games  
Another important aspect of games is its characteristics. Ahmada and Jaafar (2012) 
affirm that there are different criteria about the features of games. For instance, according 
to Dickey (2012), a successful game must include sound effects, narrative, goal, challenges, 
rewards, and surprise. In the same way, Walker (2017) affirms that games need to contain 
good learning objectives, interactivity, a positive environment, experimentation, and clear 
consequences. Although there is a great amount of characteristics of games, Garris, Ahlers 
and Driskell (2002) conclude that they can be condensed in these general categories:  
Fantasy: It is an important faculty in games. It makes users get involved in 
situations that are not part of the real world. Therefore, these events tend to have no real 
consequences. Players adopt roles during the game and imitate fictional characters.  
Rules and goals: They are necessary because they set limits and restrictions on the 
actions of the participants. However, according to Crookall and Araid (1989), the rules in a 
game should be flexible in order to allow students to perform freely based on their own 
learning styles. 
Sensory stimuli: It makes children feel adrenaline and euphoria during the game. It 
also allows them to experience different sensations from the normal ones, which helps them 
to be more willing to participate in games. 
Challenge: This leads participants to reach an optimum level and strive for it. This 
feature helps children be clear about their performance and score. 
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Mystery: This characteristic lets children enjoy imaginary contexts where surprise 
and uncertainty are fundamental elements to evoke curiosity in a game. 
Control: It is related to the ability of exercising authority while a game is developed. 
It can be exercised by the instructor or by the students. However, Cordova and Lepper 
(1996) mention that allowing students to have control of themselves during games is better 
because it increases their willingness to participate. 
2.5. Types of games 
Handfield (1987) explains that there are two ways of classifying language games. 
First, she divides games into two main types: linguistic games and communicative games. 
Linguistic games focus on accuracy such as supplying the correct synonym of a word. On 
the other hand, communicative games focus on the successful exchange of information and 
ideas. For instance, two or more people identifying differences or similarities of a specific 
issue. The second classification contains eight types of games: 
Sorting, ordering, and arranging games: Students compare and classify certain 
objects. They group items by number, shape, etc. 
Guessing games: Learners should guess something by asking questions in order to 
find clues. 
Information gap games: One or more students have key information that the rest of 
the class need to complete a task. 
Search games: These games are a variant of information gap games where everyone 
gives and seeks information.  
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Matching games: Children need to find a match for a word picture or card. 
Labelling games: They are a form of matching. Participants match labels and 
pictures. 
Exchanging games: Students exchange cards, objects, or ideas in order to complete 
a set. Many card games fall into this category.  
Board games: They involve the moving of pieces from one section of a board to 
another (Webster Dictionary, n.d.) 
Lewis and Bedson (1999) propose a similar classification. It consists of ten types of 
games, which are: movement games, card games, board games, dice games, drawing 
games, guessing games, role-play games, singing and chanting games, team games, and 
word games. 
Considering another perspective of the types of games, Jacobs (n.d.) divides games 
into two classes: cooperative and competitive games. In the first type of games, all group 
members contribute to the fulfilment of goals by sharing tips and helping each other. These 
games focus on the enjoyment of the process, not on the final result. In addition, the role of 
each individual is essential to achieve the goal. In contrast, competitive games have 
winners and losers at the end of the game. Students do not help each other. Their goal is 
just to earn points and defeat their opponents. Although these two types of games are 
different, Jacobs (n.d.) states that cooperative and competitive games can coexist and work 
together in the classroom. 
    Universidad de Cuenca  
 
Karen Andrea Vázconez Siguencia – María Priscila Vizhñay Paredes                                25 
 
Finally, Ash (2002) says that another popular type of game is digital games. They 
have become a very important part of today's educational system. According to Ritterfeld, 
Cody, and Vorderer (2009), digital games are “problem solving spaces that use continual 
learning and provide pathways to mastery through entertainment and pleasure” (p.67). 
Nowadays, certain schools, high schools, and even universities incorporate this type of 
games in the classrooms. These games have many advantages in the children’s learning 
process, for instance, they develop skills and abilities faster. The reason for this is that 
digital games call the attention of children; thus, they feel entertained and learn implicitly 
(Gros, 2003). 
Klopfer, Osterweil, and Salen (2009) state that digital games promote group work 
and effectiveness in decision-making. In the same way, Thai, Lowenstein, Ching, and 
Rejeskil (2009) agree that by playing digital games students learn key content and develop 
essential skills, especially communication skills. 
2.6. Games and the English skills and subskills 
 Sigurðardóttir (2010) mentions that English skills can be successfully developed by 
applying games according to each skill. A brief description of it will be explained. 
2.6.1. Receptive skills 
Sigurðardóttir (2010) states that listening is a very important skill that can become 
tedious for students. Therefore, teachers should apply games and interactive activities in 
listening lessons since they keep students' attention and allow them to enjoy while listening.  
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Likewise, this author indicates that reading is a key skill that lets students develop 
their imagination while they learn new vocabulary. In this aspect, games constitute an 
important tool for developing this skill because they make children focus on what they read 
and enjoy something that really catches their attention.  
2.6.2. Productive skills 
Sigurðardóttir (2010) argues that speaking is an essential skill in the process of 
learning a language. It is used in the real world. Nevertheless, students generally can not 
communicate in the target laguage successfully. Thus, games present a lot of benefits that 
can overcome that problem. For instance, they provide children opputunities to express 
themselves freely using language in their own way, without criticism.  
The mentioned author also declares that writing is a skill that tends to be 
categorized as difficult or boring. There are multiple reasons for that, for example, writing 
involves the use of formal vocabulary and grammar rules, which can be problematic for 
students. Also, teachers often send writing assignments as a way of punishment. However, 
games can make writing fun because they offer attractive reasons to write since there is a 
previous context to do it (Sigurðardóttir, 2010).  
2.6.3. Vocabulary subskill  
Linse and Nunan (2005) point out that vocabulary is a crucial sub-skill to which 
young learners must pay attention to master English skills. Wilkins (1972) states that 
“…while without grammar very little can be conveyed, without vocabulary nothing can be 
conveyed” (p.111–112). Hence, students need to know enough English vocabulary to 
express their ideas and thoughts. Neyadi (2007) explains that by using games and 
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interactive activities, students are exposed to comprehensible language. They practice 
vocabulary while playing with other children. As a result, children can memorize words in 
a meaningful way, which is different from traditional techniques such as drilling. 
2.7. Games and students’ attitudes towards English 
Fatiha, Sliman, Mustapha and Yahia (2014) state that students’ attitudes towards the 
target language are an essential factor in language acquisition since they influence students 
both intellectually and emotionally. If the learner has a positive attitude, language learning 
will be fruitful. Khan (2016) explains that there are several factors that can determine 
students' attitudes towards English such as their social background, type of guidance, the 
educational environment, etc. 
For that reason, Lee (1979) says that it is crucial to keep an appropriate environment 
in the classroom. Games offer that enjoyable and sociable atmosphere that students need. 
These dynamic activities allow students to interact and communicate easily. They also 
reduce anxiety and help learners study in a relaxed and pleasant environment. As a result, 
children’s attitudes towards English improve. In this regard, McCallum (1980) argues that 
“games automatically stimulate student interest, a properly introduced game can be one of 
the highest motivating techniques” (p.127). 
2.8. Conclusion  
The development of the theoretical framework was crucial to know which are the 
most relevant theories and points of view about the use of games to learn English. 
Throughout this section, opinions of different authors have been collected, compared, and 
contrasted. This research showed key information on the subject of the research, which 
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serves as a solid base for the advance of the following sections. Likewise, through this 
investigation, it will be possible to verify if the information obtained is related to the 
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CHAPTER III 
3. Literature Review 
3.1. Introduction  
 In this section, studies based on educational games for teaching English will be 
covered. So, a brief description of each study and the key findings will be included. The 
topics incorporated are: the advantages and disadvantages of using games to learn English, 
games for developing English skills and subskills, digital-game based learning, and 
children´s and teachers´ reactions and perspectives towards games.  
3.2. Advantages and disadvantages of using games to learn English 
Yolageldili and Arikan (2011) state that educational games are a great tool that can 
be used in the English teaching-learning process. These authors mentioned some 
advantages of using games in a classroom. In their study, the method they used was 
descriptive, aiming to study Turkish EFL teachers’ views towards the use of games. Fifteen 
EFL teachers from 24 to 54 years old participated. A questionnaire was prepared based on 
the use of games in the classroom. According to this questionnaire, most of the teachers 
thought that games have several advantages. For example, they said that games motivate 
children to learn English and lower their anxiety. In one of the questions, 100% of the 
teachers agreed that games present learners many opportunities to show their language 
skills. As a conclusion, Yolageldili and Arikan (2011) said, “games can be used when 
teaching any type of English skill like reading, writing, speaking, and listening” (p.220).  
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Educational games cause in children the desire of learning English freely instead of 
doing it by force. This is evidenced in the study made by Nguyen and Nga (2003), where it 
is suggested that English learners should participate in meaningful and dynamic activities 
rather than in traditional practices. The participants of this study were 20 Vietnamese 
students from the elementary level. Two methods were applied in order to gather 
information. The first one was introducing vocabulary games when conducting a class in a 
Distance Education Center. All types of students were involved in educational games even 
the quiet ones. The second method consisted of interviewing students through a 
questionnaire by asking questions about traditional teaching and dynamic teaching. The 
results indicated that seventeen out of twenty students said that they like the relaxed 
atmosphere, motivation, and competition that games presented. In contrast, students 
expressed bad opinions towards traditional teaching, and they said that they would like to 
learn vocabulary in a more effective way.  
The use of games can also increase students’ English lexicon. This is showed in the 
study made by Wiwin, Sutapa, and Rosnija (2015) with 31 Indonesian children. They used 
an experimental study with the application of a pre-test and post-test. The game used to 
teach vocabulary was riddles. Children took a short answer test in form of riddles. The 
results of the study were similar to those of the study made by Huyen and Nga. Children 
learned vocabulary in a better way, they were more active, and they loved to learn 
vocabulary through games. At the end of the study, it was mentioned that “…using riddle 
game technique contributes a positive influence to increase students’ vocabulary mastery 
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which is measured from their ability in answering riddle question related to the material” 
(Wiwin, Sutapa, & Rosnija, 2015, p. 8). 
Mubaslat (2011) indicates that educational games can have a crucial effect on 
children’s English learning. For that reason, teachers should know what games to use, when 
to apply them, and how to link them up with the syllabus and textbooks. The author also 
claimed that it is recommended to use games from the first grades of school since they 
work better in those grades. Hence, he developed his study with three different groups of 
basic grade classes (4-7-10 grades). Group A was the experimental group while group B 
was the control one. The materials used were a pre-test, games, and a post-test. The results 
of the experimental group were better than those of the control group. The reason is that the 
first one learned the lesson through games. The students of this group felt motivated and 
improved their English knowledge. On the other hand, the second group learned through a 
traditional method of memorizing and repetition. Therefore, students did not learn. Finally, 
the author said that games had positive effects on children because this is a dynamic way to 
teach. 
Although the use of games has many advantages, it also has some disadvantages. 
For example, one of the most common challenges for teachers is that young learners move 
and talk a lot. As a consequence, the classroom environment can become unorganized 
(Bakhsh, 2016). This fact can be proved in the study made by Nova (2010). The 
participants of this study were 30 students from a school in Baki, Sukoharjo. The author 
carried out three processes in her study. She made a class observation, created a lesson 
plan, and finally she applied the lesson plan in the classrooms. As a result, she concluded 
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that games could have disadvantages. For instance, it was observed that children were very 
active, and they made too much noise, making the game hard to apply. Another 
disadvantage was a lack of time. Teachers did not have enough time to explain the new 
topic and apply the games correctly.  
3.3. Games for developing English skills and subskills   
3.3.1. Listening skill  
According to Andyani (2012), there are games that can help teachers make listening 
fun despite the negative perspectives that students can have towards this skill. This was 
proved in a study developed in Mojokerto, Indonesia. There were 36 students aged 13 years 
that acted as facilitators. A questionnaire, a listening test, and an observation were used as 
the key instruments. First, the researcher used the questionnaire in order to know how the 
listening process was developed and what were the potential problems related to this skill. 
After knowing this information, a lesson plan with various games for listening skill was 
implemented. These games were: “Tic-Tac-Toe”, “Running Dictation Game”, and 
“Whispering Game.” Then a test was used. Finally, observation and another questionnaire 
were used in order to know the reactions of students after the employment of games. At the 
end of the study, it was shown that students gradually improved in listening activities. They 
affirmed that games make the class interesting, they also said that they did not feel pressure 
to complete the listening task. 
3.3.2. Reading skill 
Gaytán-Lugo, et al., (2015) consider that serious games, which are a genre of video 
games, are a good way to promote and encourage reading skill in students. These authors 
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made a study in Mexico in order to know if serious games supported reading 
comprehension skills or not. The participants were third grade students. The serious games 
used had scripts that allowed students to practice reading comprehension. Then an 
important rule was stated: players had to read the scripts carefully in order to pass levels in 
the game. In other words, while playing, they should complete some tasks like recognizing 
the central message of the text, finding specific information, etc. After that, a questionnaire 
about the functionality of serious games was used. The students said that the game really 
motivated them, so they could enjoy reading. Finally, the high scores showed that serious 
games were effective to improve reading skill. 
 A similar study carried out by Osei, Liang, Natalia, and Stephan (2016) revealed 
that it is always productive to apply a well-structured pre-reading activity or a game before 
a reading. This study was developed in Ghana with 47 kindergarten pupils. An 
experimental design was applied. A pre-test and observation were used to know the 
problems that the experimental group and control group had in reading skill. Then the first 
group was taught during two classes through pre reading activities accompanied by games. 
These activities were: matching pictures to names, sorting letters of alphabet, identifying 
words and objects, and fixing picture puzzle. While in the second group, traditional 
methods were used for teaching the content. Finally, a post-test was used for assessing 
learners’ reading skills. The outcomes revealed that the majority of the experimental group 
performed very well in reading skills, while the control group presented similar results to 
those of the pre-test. In addition, it was proved that games promote a greater learning and 
better reasoning and reading skills. 
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3.3.3. Writing skill 
Warren, Dondlinger, and Barab (2008) mention that video games contain a variety 
of characteristics that are essential for teaching writing. The creation of a digital system 
based on games can have good results for the development of this skill. A study made by 
the mentioned authors showed the effects of “Anytown Multi-User Virtual Environment” 
(digital system characterized by game elements) on students’ writing achievement. As 
participants, 44 fourth graders were divided into two groups, an experimental and a 
comparative group. Afterwards, a pre-test was applied. In the first group, the students had 
to complete descriptive writing tasks provided by Anytown. Throughout this videogame, 
some difficulties were proposed for the students to solve them by writing. On the other 
hand, the second group had to complete the same tasks but without the video game system. 
Next, a post-test was applied. The results indicate that the experimental group presented 
better scores than the comparative group. Also, the first group completed more writing 
tasks because the video game used was very motivating for them.  
3.3.4. Speaking skill 
 According to Putri, Usman, and Chairina (2016), speaking is a productive skill that 
has an important role in the ability to learn a language, and games constitute a significant 
technique to practice this skill. The previous authors developed a study with the purpose of 
knowing if board games allow students to develop their speaking skill successfully. The 
participants were 25 eight grade students. A pre-experimental design was used in the study. 
The teacher applied a pre-test and after two classes teaching with a board game, he/she 
applied a post-test. These tests focused on this topic: people’s description. Students had to 
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speak about a family member and themselves. The score of the post-test was higher than 
that one of the pre-test. Finally, the results showed that board games improved students’ 
speaking skill and its elements as fluency and pronunciation. 
3.3.5. Vocabulary skill 
The following study carried out by Chou (2012) investigated how games, stories, 
and songs can enhance students’ vocabulary skill. This study developed in Taiwan included 
a group of 72 students from grade 2 to grade 5 and 4 teachers from a primary school. The 
students were part of a vocabulary course where they had to learn 30 words and 10 
sentences related to 5 popular festivals. Mixed methods were used in this study. First, the 
students took a pre-test before learning the target vocabulary. Then the next games were 
applied: Monopoly, Twister, and Crossword. After that, the researcher used observation to 
register the students’ behavior while playing. Also, a self-assessment questionnaire and an 
interview were applied to know the opinions of the students about the usefulness of the 
activities. Finally, a post-test was applied. The results revealed that students liked the 
physical activity that games provided. They also felt motivated and relaxed to learn 
English. Learners affirmed that by using the games, they memorized vocabulary faster and 
increased their vocabulary size. 
Another similar study related to the acquisition of vocabulary through games is 
proposed by Bavi (2018). This study explored the role of games and fun activities in 
vocabulary learning, and the most useful games for developing this skill. It was developed 
in Iran, and the participants were 40 students at elementary level. The researcher used “The 
Oxford Quick Placement Test” to assign students into two groups: experimental and control 
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group. Then a vocabulary pre-test was employed. Later, in the experimental group, 
vocabulary was taught during 4 weeks through games such as Chalk board acronym, Letter 
scramble, and Charades. In contrast, the control group learned the vocabulary sets through 
traditional teaching techniques. In the end, a post-test was used with the two groups. The 
findings were that learning vocabulary through games had positive effects on students’ 
performance while conventional methods did not really show effectiveness. The 
experimental group had a substantial improvement that was evidenced in its scores. So, the 
students learned new words very quickly and retain vocabulary better. 
3.4. Digital-game based learning for teaching English 
 In the study made by Hwang and Wang (2016) it is said that nowadays, digital-
game based learning has been used more frequently in the teaching of a new language. This 
study was qualitative and experimental. The participants were two classes of sixth graders 
in Taipei city. A pre-test, observation, an interview, and a post-test were the selected 
instruments. The same instructor taught both classes but with two different methodologies. 
One with digital-game based learning based on cloze guiding strategy, and the other one 
based on multiple choice guiding. Both of them were developed in computers. The results 
of the cloze guiding strategy were positive, students learned faster, and the knowledge was 
not forgotten easily. Moreover, the multiple choice guiding was successful too, but not that 
successful as the cloze guiding strategy. In both cases, it was clear that students felt willing 
to learn English due to the new technique that was implemented, digital games. Children 
also enjoyed and felt engaged in the fun classroom environment.  
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 Aghlara and Tamjid (2011) mentioned that digital-games can highly support the 
process of learning a new language. Currently, the world is controlled by technology and 
children are the most benefited from it. They really enjoy spending time in computers and 
cellphones, so teachers can take advantage of this and apply digital games. This study was 
made to see how effective digital-games in classrooms compared to traditional methods are. 
The participants were 40 girls from 6 to 7 years old. The study had one experimental group 
and one control group. A pre-test and a post-test were used. The implements used were 
computers equipped with digital games for learning English, flashcards, and posters of 
different vocabulary. The outcomes of the post-test were that children of the experimental 
group, who learned through digital games, had higher scores compared to those in the 
control group. It means that using this kind of games had positive effects on children. 
 According to Anyaegbu, Ting, and YI (2012), learning a language requires a lot of 
motivation, especially in the case of children. For this reason, teachers should implement a 
wide variety of methods in their classes. Digital games constitute an appropriate technique 
for motivating students due to the digital era in which we live. The participants of this study 
were students from two primary schools in Nanjing Jiangsu, China. They were 8 years to 
11 years old. Both schools were well equipped with computers for each student. The 
instruments were observation and an interview. The digital game used was Mingoville. 
First, teachers were trained on the use of the game. Then they applied it to the students. It 
was observed that as soon as young learners opened the website, they got excited to see 
many pictures and colors. Children learned vocabulary through Mingoville games on 
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certain topics like colors, animals, family, etc. In the interview, most of the children said 
they felt motivated and comfortable, they also learned faster and easier.  
3.5. Perceptions and attitudes when using games in class 
3.5.1. Children’s perceptions and attitudes  
It is essential to know what are the different perceptions and responses of children when 
they learn English through games. For instance, Maasum, Mustaffa, and Stapa (2015) 
carried out a study in Malaysia in order to know what are those perceptions. In this study, 
40 undergraduates created and applied eight different educational games taking into 
account students’ age, English level, and their needs. The participants were 112 students of 
9 years old from a rural school. A self-report questionnaire was used. After the application 
of games, it was observed that children felt more comfortable in the informal environment 
in which they learned. Finally, the results of the questionnaire revealed that young learners 
had positive perceptions after they learned English through games. They expressed that 
they learned a lot of English language and felt more confident using it after playing the 
games. Children also said they would like to learn through games in future lessons. 
Another study indicates similar results to those of the previous study. Wang, Shang, and 
Briody (2011) investigated the students’ performance and the effect that games have on their 
attitudes towards English. In this study, 50 sixth graders from a primary school in Taiwan 
were the participants. The study was divided into two parts. For the first one, a 
questionnaire was used in order to explore the influence of games on students’ vocabulary 
skill, motivation, and anxiety during the game. In the second part, a semi-structured 
interview was applied to identify students’ perceptions of using games for learning English. 
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Most of them agreed that they feel more motivation and confidence when using games for 
learning the target language. One student said, “playing games while learning English 
always can raise my interests. I like to play games rather than sit there and wait for calling. 
I think it is the best way to learn a new language” (p.137-138). 
The following study conducted by Chirandon, Laohawiriyanon, and Rakthong (2010) 
also investigated the effects of teaching English through games on young learners. The 
participants were 33 Thai students of sixth grade. The instruments were a pre-test and a post-
test based on 5 different topics and a questionnaire. After the pre-test, some conversation 
and vocabulary games were selected to teach children certain lessons. Then the post-test was 
applied. Finally, the questionnaire on different teaching techniques was administered to 
students in order to analyze their attitudes towards learning English with games. The 
findings revealed that students preferred games and playful activities instead of other 
teaching techniques. They also improved in vocabulary and speaking after the use of games. 
As a conclusion, students in this group showed positive attitudes towards games. 
3.5.2. Teachers´ perspectives and attitudes   
 Knowing the perspectives and attitudes of teachers towards the use of games for 
teaching English is a key part of this research synthesis. For example, in a study conducted 
by Gaudart (1999) in Malaysia, student teachers stated that games can be very useful for 
teaching English, but they can also bring certain problems. The student teachers of a 
preservice program participated in a “Teacher Education Course,” where different games 
were presented and applied to them. These games were: card games, board games, 
simulation games, and party-type games. At the end of the course, student teachers provided 
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feedback on their experience through a questionnaire. They said that they enjoyed the games 
a lot, and they were willing to use them in their own classrooms. The games also allowed 
students teachers to strengthen their conversational skills and practice the language learned. 
Nonetheless, they also indicated the existence of some difficulties when applying games. 
For example, the lack of space can be a concern because students cannot move easily from 
one side to the other. Similarly, the great amount of time it takes to plan and develop a game 
is a factor that worries teachers. 
  The study carried out by Khatatneh and The (2018) showed that technology has 
simplified everything in the field of gaming. In this study, 82 English teachers were selected 
as the participants in Karak, Jordan. The purpose of this study was to know the attitudes of 
the teachers towards the use of computerized games for teaching English. First, a 
questionnaire was given to the teachers and collected two days later. Then a statistical 
analysis was applied to define trends in the use of computerized games for teaching English. 
The results of the questionnaire showed that teachers considered that computerized games 
promote interaction, motivation, and teamwork in students. Teachers also stated that games 
allow the development of children's creative skills. Finally, they affirmed, “through the use 
of computerized learning games to teach and develop English language skills, it is possible 
to save time, increase the effectiveness of students in the classroom, and increase the ability 
of students to retain information”  (Khatatneh & Teh, 2018). 
3.6. Conclusion  
The literature review section allowed us to know what are the different studies that 
have been carried out regarding the use of games to learn English. Through this 
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investigation, it was possible to explore the key findings of the studies in relation to the 
initial topic. This section was useful to validate through scientific studies the theories 
proposed in the theoretical framework. In addition, this literature review constitutes the 
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CHAPTER IV                                                                                                                                                                                                                                                                                                                                                                             
4. Methodology  
This research consists of an exploratory investigation of bibliographical research. 
This type of research “intends merely to explore the research questions and does not intend 
to offer final and conclusive solutions to existing problems” (Dudovskiy, 2018, para 1). In 
order to develop this research synthesis, the researchers will focus on studies that have been 
published on journals and books. The articles will be searched in the next web search 
engines: Google Scholar and EBSCO. The criteria that will be taken into account for this 
review are the following: 1) Articles considering children aged from 5 to 12 years old.  2) 
Empirical and theoretical studies. 3) Studies conducted on psychological and educational 
approaches. Notwithstanding, the researchers will focus more on an educational approach 
rather than a psychological one due to the fact that the purpose of the research is to analyze 
the students´ performance in the learning process when applying games. By means of this                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                      
educational approach, the researchers will use the different studies and articles to 
investigate and recognize what is the most developed language skill or subskill in children 
after the application of games in the English classrooms. The key words for searching will 
be games, children, English, skills, and teaching-learning process. The number of studies 
that will be included in this research synthesis is 20 studies. The findings of this research 
will serve as topics and ideas for future research. 
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CHAPTER V 
5. Analysis of the data  
5.1. Introduction 
 
After the development of the literature review, it is necessary to analyze the 20 
studies that were described. Therefore, to answer the initial research questions, these 
studies will be coded in the next sections: categories regarding the use of games for 
learning English, publication years regarding the use of games, advantages and 
disadvantages of using games in EFL or ESL classrooms, the effectiveness of the games in 
the English skills and subskills, games that were used for each skill, and the students’ and 
teachers’ perceptions and attitudes towards the use of games to learn English. In addition, 
the findings will be organized in tables accompanied by a description based on the available 
studies and theories linked to the topic. 
Table 1 
Categories Regarding the Use of Games for Learning English 
 N° of studies (%) 
Advantages and disadvantages of 
using games to learn English 
  
5 25 
Perceptions and attitudes when 
using games in class 
5 25 
Games for developing English 
skills and subskills   
7 35 
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For creating table 1, all the 20 studies of the literature review section were selected.   
 
Table 1 shows that the category containing more studies is “games for developing 
English skills and subskills” (7). Next, the categories: “advantages and disadvantages of 
using games to learn English” and “perceptions and attitudes when using games in class” 
have the same number of studies (5). Finally, the category with less studies is “digital-game 
based learning for teaching English” (3). Therefore, this analysis will focus on the most 
relevant categories. 
 The table shows that there are many articles that prove the functionality of games 
to improve the English skills. For example, in the study carried out by Andyani (2012),it is 
remarked that games are motivational activities that allow children to practice all language 
skills. It means that games are relevant tools for the children’s English learning. Likewise, 
Sigurðardóttir (2010) points out that through the application of correct games, English 
skills and subskills can be developed naturally. Children can master skills without the need 
to learn them in a formal environment.  
 It is also evidenced that there is a high availability of studies on teachers’ and 
children’s perceptions, which demonstrates that the opinions and perspectives of both are 
an essential factor to know if the use of games in the classroom works appropriately or not. 
For instance, Mustaffa and Stapa (2015) manifested in their study that students consider 
that games have a positive impact on their learning. They want to continue learning English 
through these activities because they feel relax and have fun. Based on these opinions, it is 
clear that games really work for learning this language. 
    Universidad de Cuenca  
 
Karen Andrea Vázconez Siguencia – María Priscila Vizhñay Paredes                                45 
 
Table 2 
Publication Years Regarding the Use of Games 
 No. of studies (%) 
1999 1 5 
2000-2004 1 5 
2005-2009 1 5 
2010-2014 9 45 
2015-2019 8 40 
N= 20 
For creating table 2, all the 20 studies of the literature review section were considered.   
 
Table 2 shows the year of publication of each study. As it can be noticed, most of 
the studies are recent, their year of publication is between 2010 and 2019. Regarding the 
studies published before 2010, the number is minimal. This fact suggests that during the 
last years, teachers have been a little more interested in using games and different activities 
in their classes (Vandercruysse, Vandewaetere, & Clarebout, 2012). In contrast, studies 
from previous years are more related to traditional education. 
As it can be seen, there has been more research on educational games over the past 
10 years. The reason is that nowadays, researchers in the educational field are giving more 
importance to the way teachers give their classes. This includes the techniques and 
methodologies that they use and their effectiveness in the learning process. Moreover, 
researchers also consider important to know how children learn and whether they learn 
successfully through educational games or not. Tait (2016) said that after all the 
investigation on new methodologies, curricula, and technologies, researchers have 
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established that games are one of the main elements that make children succeed in their 
goal.  
Table 3 
Advantages and Disadvantages of Using Games in EFL or ESL Classrooms 
ª No. of Studies  (%) * 
Motivation 
 














Disadvantages of using 
games 









ª Studies are counted in more than one category  
* Each percentage is calculated based on the total number of studies used   
 
Table 3 was designed considering 16 studies that focus on the main benefits and 
disadvantages that educational games have when they are applied in the classroom. 
 This table answers question number 1 wich is related to the advantages and 
disadvantages of games for learning English. The table shows that most of the studies focus 
more on advantages than disadvantages of using games. There are 5 main advantages that 
educational games can have. They are: motivation, less anxiety, pedagogical value, 
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students’ involvement in the lesson, and natural language. However, this analysis focuses 
just on these 2 advantages: motivation and pedagogical value because they have the highest 
percentage in the table. In contrast, there are only 2 disadvantages which are: noise and lack 
of time. Hence, the analyisis focuses on these 2 disadvantages that were mentioned. 
In the case of motivation, most studies, which are 13 out of 16, show that this is the 
major and most important benefit that games can bring in learning a new language. It is 
suggested that students feel motivated with educational games because they call their 
attention. This causes that students’ interest in learning a new language grows. Garris, 
Ahlers, and Driskell (2002) say that students achieve motivation when dynamic activities 
are involved in the learning environment. The result is that students are intrinsically 
motivated and show a better performance in each lesson. Sara de Freitas (2018) claims that 
it is essential that students feel really motivated to learn English. For this reason, teachers 
have the challenge of implementing correct games in classrooms that enhance students’ 
motivation and support their learning. 
Concerning the other advantage, pedagogical value of games, Virvou, Katsionis, 
and Manos (2005) mention that students with learning problems have a better 
understanding when using games. Games have a great pedagogical value, which means that 
the main goal of games is that children learn through them when they are applied. 
Obviously, students also have fun when playing games; however, the central focus of an 
educational game is learning. Also, students can learn in a better way when they are 
involved in the language and that is what occurs when games are applied. Moreover, 
Ranchhod, Gurău, Loukis, and Trivedi (2014) agree that games can caused a big change in 
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education. As a result, students learn implicitly and have more retention and understanding 
of the language.  
 Most of the studies suggest that educational games have more advantages than 
disadvantages. However, as it was mentioned, noise and lack of time are some problems 
that games can have. According to the studies, young learners are very active and tend to 
get bored easily. Short attention span can be one of the reasons why students get tired and 
bored (Hill, 2015). Therefore, applying games in classrooms can be a concern for teachers. 
Moreover, lack of time is also a disadvantage. Teachers sometimes do not have enough 
time to explain and apply games since class periods are short. Therefore, teachers prefer not 
to use games. 
Table 4 
The Effectiveness of the Types of Games in the English Skills and Subskills 






Games used N° of studies that 




10 Vocabulary  Arranging game  1 
Guessing game 4 
Matching game  2 
Whispering games 1 
Search game 2 
Board game  5 
Word game  3 
Role play  1 
Exchanging game  1 
Puzzle  1 
Digital game  3 
Productive ª 6 Writing  Digital games 2 
Speaking Conversation game 1 
Information gap game 2 
Digital game  2 
Board game  1 
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Receptive  3 Listening  Board game 1 
Information gap game 1 
Digital game 1 
Whispering game 1 
Reading  Digital game 1 




a Studies are counted in more than one category 
Table 4 was designed considering 19 studies that show the effectiveness of different 
types of games for practicing the English skills and subskills. These studies were organized 
into 3 main categories: Receptive skills, Productive skills, and Vocabulary subskill. Then 
the first two categories were divided into specific language skills: Listening, Reading 
(Receptive skills) Speaking, Writing (Productive skills). Finally, the different types of 
games were classified according to each skill and subskill. 
5.2. Types of games for vocabulary subskill 
 
Vocabulary is a subskill that can be developed through a wide range of games while 
for teaching other skills, the amount of games is limited. Chou (2012) argues that one of the 
most popular games used for this subskill is board game (e.g. monopoly). In this game, words 
pictures are placed in the spaces of the board (Hadfield, 1987). So, as students move to the 
corresponding spaces, they have to say and spell the word that is represented by the picture. 
In this way, children practice the target vocabulary by observing pictures, spelling words and 
using them in a sentence. This game keeps learners busy and interested in what they are doing 
because if they play correctly, they will earn bonuses or “money", just like the characteristics 
of Monopoly game (Chou, 2012). 
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Another game that supports vocabulary learning is word game (e.g. crossword). This 
game allows students to learn vocabulary by completing a worksheet. Learners should look 
at the pictures or follow clues in order to guess and write the correct word in the blank spaces. 
As a result, children will memorize words and expressions easily (Chou, 2012). 
Bavi (2018) indicates that role plays (e.g. charades) constitute a fun game for 
developing vocabulary subskill. This activity lets students move, talk, interact, and remember 
the vocabulary learned. They also develop their imagination and creativity. Conscious Craft 
(2018) manifests that the success of role plays is that children feel adrenaline and excitement 
to act out the words given by the teacher and expect their team to guess the selected word to 
earn points. In this game, all children participate actively and exercise their minds by 
remembering the words they learned. 
5.3. Types of games for productive skills  
 
According to the studies, productive skills are more developed than the receptive 
ones after the use of games. The reason of it is that games provoke in students the need and 
desire to communicate and produce language. Therefore, they develop naturally productive 
skills while playing (ITTT, 2017).  
Based on the analysis of the literature review, young learners practice more 
speaking skill than writing skill when using games. There are several games that are useful 
for speaking skill. For example, information gap game has all the essential elements to 
incite oral production in children. It is an activity where a student knows something that 
other student doesn’t know. As a result, both students must communicate to get the 
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information they need to meet the goal of the game (Everyday ESL, 2017). A common way 
to get involved in the game is by asking and answering questions. 
Putri, Usman, and Chairina (2016) showed in their study that board game is another 
good game for speaking skill. In the study, a board game based on describing people was 
applied. The result was that students could describe their families sucessfully and improved 
their speaking skill. This is similar to what Nunan (2004) affirmed when he said that board 
games are flexible activities that help children practice their communicative skills, no 
matter the topic of the class or the students’ proficiency level. Thus, students exercise their 
oral skills while interacting and competing with their peers. It is also important to 
remember that board games involve different actions such as throwing dice, moving or 
turning pieces, reading cards, etc. These movements “force” players to talk constantly.  
The remaining productive skill is writing, which tends to be more complicated to 
acquire for children because of its degree of difficulty. This fact is shared by Cicerchia 
(2019), who argues that “writing is a complex and cognitively demanding task that requires 
a child to bring together both lower and higher order skills, including manipulating abstract 
ideas while paying close attention to the spelling and punctuation conventions of written 
English.” (para.1) 
Although there are not enough studies available on writing skill, it is essential to 
mention certain games that are beneficial for this skill. For example, video games seem to 
be a good option for practicing writing. Warren, Dondlinger and Barab (2008) argue that 
digital systems based on games propose various writing tasks that students need to 
complete to get a good score in the game. Moreover, throughout videogames, learners solve 
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some challenges by writing a brief text. The previous activities help them write phrases, 
paragraphs, or texts with fluency, organization, clarity, and with the appropriate 
vocabulary.  
5.4. Types of games for receptive skills  
 
Receptive skills are practiced during games, but in a smaller amount than the 
productive skills. This is because receptive skills do not require the leaners to produce 
language, they simply understand it (ITTT, 2017). Nevertheless, there are useful games for 
developing listening and reading skills.  
According to Andyani (2012), listening skill can be trained through these worthy 
games: board game (e.g. tic-tac-toe), information gap game (e.g. running dictation game) 
and whispering games. For instance, in the case of board games, tic-tac-toe is one of the 
most popular games that fall into this category. In this game, students should listen 
carefully to the teacher's question in order to answer it and write down points in the grid in 
favor of their team. The effectiveness of this type of game is shared by Treher (2011), who 
expresses that board games are a great visual motivator that evokes logical reasoning in 
children. Information gap game is also useful because it makes students listen carefully to 
either an audio or the teacher in order to complete the game's exercise. Whispering games 
also “force” learners to listen because they have to listen to the given message in order to 
send it to the next player (Hadfield, 1987). 
The other receptive skill, reading, can be also developed efficiently by using certain 
games. Osei, Liang, Natalia, and Stephan (2016) argue that matching games, sorting games, 
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and puzzles are effective games for the pre-reading section. These games allow the reader 
to have an idea about what the reading will be about. For example, when using matching 
pictures game, the students develop their cognitive skills which are necessary for several 
actions like reading a text, practicing visual discrimination, and connecting the pictures and 
words with the text they are going to read (Surrey, 2019). Sorting games can help students 
reason about the story they are about to read. Puzzles games allow students to make a 
deductive reasoning of the story. They put scenes together and make predictions about the 
story (Osei, Liang, Natalia, & Stephan, 2016). Another useful game for training reading 
skill is digital games (e.g. videogame), which are used not only for entertainment but also 
for educational purposes. These games encourage the acquisition of cognitive and 
comprehensive skills that are part of the reading process. A clear example of it was 
presented in the study made by Gaytán-Lugo, et al. (2015), where it is said that students 
must read and recognize specific information in the scripts provided by a videogame in 
order to earn points. 
5.5. The most developed skill through the uses of games  
 
Answering question number two about what is the most developed skill through 
educational games, table 4 shows that the majority of studies focus on the use of games for 
developing vocabulary subskill, which indicates that this is the most developed language 
skill by children through games. Therefore, it can be noticed that vocabulary is central in 
the teaching of a foreign language. Huyen and Nga (2003) share this idea by saying that 
vocabulary is one of the most important parts of learning a foreign language because it 
constitutes the basis for the construction and development of the four English skills and the 
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other subskills. This is parallel to what Lessard-Clouston (2013) states. He argues that 
vocabulary is fundamental in the English learning process because without a necessary 
amount of vocabulary, learners cannot understand others or express their ideas. 
 Consequently, if vocabulary is so necessary in language learning, it is logical to 
think that effective techniques are required to develop this skill properly. Thus, it seems 
that games are that appropriate way to learn vocabulary because while children enjoy 
playing, they develop essential lexicon in a significant context. This idea has been 
promoted by Vygotsky (1978), who affirms that language development in children is the 
result of interaction with each other and the influence of social environment. In this way, he 
proposes the theory of play, stating that play is a way of interacting that allows children to 
hold conversations using varied vocabulary. 
Derakhshan and Khati (2015) share Vygotsky´s criterion because they agree that 
games create a context in which children learn meaningful and useful words to 
communicate their ideas. In addition, the authors argue that fun factor allows children to 
retain vocabulary faster. They also state that friendly competition makes them practice their 
communication skills. 
This analysis about vocabulary may provide an answer about why teachers tend to 
focus more on vocabulary subskill than on the other skills. The reason is clear, there are 
several games available and easy to apply to develop this subskill.  
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Table 5 
Perceptions and Attitudes towards the Use of Games for Learning English 
Children’s perceptions 
towards the use of games 
for learning English 
Perceptions Nº of studies (%) * 
Positive perceptions a, b Feeling motivation  6 85 
 Developing English skills 
correctly 
4 57 
 Learning through 
traditional techniques 
instead of games  
2 29 
Negative perceptions a, b Feeling lack of confidence 
to use English    
2 29 
Teachers’ perceptions 
when using games in 
English classes 
Perceptions Nº of studies (%) * 
Positive perceptions a, c Thinking that games 
motivate and encourage 
students  
3 100 
 Considering that games 
help students learn faster 
and retain information 
 
2 67 
Negative perceptions a, c Believing that games are 
time-consuming  
2 67 
 Feeling that games cause 
discipline problems 
1 33 
a Studies are counted in more than one category 
b N= 7 
c N= 3 
* Each percentage is calculated based on the total number of studies used. 
 
In order to develop Table 5, seven studies were taken into account for analyzing the 
category: “children’s perceptions towards the use of games for learning English” while just 
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three studies were coded for examining “teachers’ perceptions when using games in 
English classes.” Then each of these categories was grouped into two subcategories: 
positive and negative perceptions.  
5.6. Positive attitudes towards the use of games  
 
Answering question number 3 about the young learners’ and teachers’ perceptions 
towards games, table 5 indicates that children have many positive perceptions such as the 
idea that games develop skills correctly or that games are better than traditional techniques. 
Similarly, this table shows that one of the teachers’ positive perceptions is that games help 
students learn faster. However, it is demonstrated that the most remarkable perception that 
both children and teachers share is that games really motivate students. In fact, several 
studies confirm that learners feel motivated when learning English with games. For 
instance, in the study conducted by Wang, Shang, and Briody (2011), students mention that 
games are motivating tools that provide them happiness, fun, and freedom to learn at their 
own pace. 
As it can be noticed motivation is an expression that appears constantly in the 
different tables of analysis. Consequently, it is crucial to know how motivation influences 
children’s learning. For a long time, English teaching has been limited to the "teach-to-test" 
approach, which consists of a traditional practice where learners study English only to pass 
exams (Top Education Degrees, 2017). Therefore, the possible motivation that children 
may have disappears completely when a test is presented.                                                                                                                                                                                                                                                                                                                                                                                                                      
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Nevertheless, there are different ways to stimulate motivation in students. This is 
the case of games. These activities have an impact on students’ intrinsic and extrinsic 
motivation (Kang & Tan, 2014). For example, learners are intrinsically motivated when 
they enjoy and feel pleasure in playing a game. They feel motivated to learn the target 
language due to personal satisfaction. In contrast, children are extrinsically motivated when 
they play games to receive a prize or a reward after playing the game. In any case, students 
are motivated for learning English. 
5.7. Negative attitudes towards the use of games 
 
On the other hand, is it important to analyze the negative perceptions that children 
and teachers present when games are applied. In comparison with positive attitudes, 
negative ones are few. The table shows that children think that when playing games, they 
do not have enough confidence to use the target language. This is supported by Maasum, 
Mustaffa, and Stapa (2015), who showed in their study that a very small number of students 
affirmed that they are shy to play games using English. One reason for this is that some 
students may feel anxious to have to interact and compete with their peers (Chan & Wu, 
2004).  
In the case of teachers’ negative perspectives about games, discipline problems and 
time-consuming are factors that worry them. Nonetheless, the last one is the most common. 
Gaudart (1999) suggests that applying different games can take a long time. In the study of 
Yolageldili and Arikan (2011), some teachers answered in a questionnaire that using games 
in their classes can be time-consuming. These opinions are shared by Milczynsk (2011), 
who affirms that incorporating games into teachers’ classes can be time consuming in terms 
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of planning these dynamic activities. However, nowadays, there are many technological 
resources that allow teachers to save time when applying a game. Digital games are also 
another alternative for teachers who do not have time to design a game. 
5.8. Conclusion 
 
In conclusion, the studies from the literature review were analyzed deeply in order to 
answer the research questions. These studies were examined through 5 tables with different 
headings. Of all the results, the most interesting was that the most developed skill through 
the games is vocabulary. Likewise, there are a lot of games that can be used for practicing 
vocabulary. Finally, it was clear that children love games, they feel motivated and involved 
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CHAPTER VI 
6. Conclusions and Recommendations 
 
After accomplishing this investigation, it could be concluded that learning English 
either as a foreign or second language is truly more effective when games are applied in the 
classrooms. For instance, students can retain information better with dynamic activities and 
remember the target language more easily in comparison to those students who are 
involved in a traditional classroom environment. The use of games also make students feel 
motivated and involved in the lesson while they learn English. However, it can be 
mentioned that games present a minimum number of disadvantages like spending a lot of 
time or dealing with discipline problems.  
It is worth mentioning that learners develop all English skills (productive skills, 
receptive skills, and subskills) effectively after the application of games. Nevertheless, it 
was noticeable that vocabulary is the most developed subskill by children because it is the 
basis for the development of the other skills. It is also concluded that the most effective 
game that can be used to improve all English skills and subskills is board games.  
Another important aspect is that nowadays; digital games are used more than 
traditional games. Teachers prefer to use this type of games because they save time and 
make students feel more interested in learning through technology.  
Lastly, as a key recommendation, the education system should consider games and 
dynamic activities as the main axis that allows children to learn English successfully.  
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Regarding the outcomes of this study, it can be stated that there are not enough 
studies based on the use of games to teach receptive skills. Therefore, further investigation 
may focus on conducting more research on the use of games to develop these skills. 
Likewise, it is essential that researchers include children more frequently as the participants 
in their investigations since they are the most benefited from learning English through 
games in their early years. Lastly, doing research that focuses more on digital games is 
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